
1 

 

 

Sand, Sweat 
and Camels 

 

Wargame rules for WWI 
Palestine  

     

 
 

 

Dedicated to Private Ernest William Smith who fought in a war not of his own making  
"Lest we Forget".



2 

 

 

Sand, Sweat and Camels 
 

Wargames rules for WWI Palestine                     January 2011 
                       Revised March 2015 

 
 

Initial Orders 
 
Before the engagement begins, each cavalry and infantry unit must be given one of 
the orders listed below, that will inform its tactical actions during the battle and must 
include any specified objectives.  
 
 

Goin’ Nowhere! – Units will not voluntarily initiate charges and will seek to 
receive them at the halt. 
 
She’s mine! – Units will advance and take a specified objective or terrain feature. 
They may automatically charge any enemy unit defending the place. They can 
voluntarily counter charge an enemy that attacks them while they are enroute to, 
or holding, their objective. 
 
Let’s get the buggers! – Units will advance against the enemy and automatically 
charge it anywhere on the field. They can choose to wait for a time and fire at the 
enemy before making a charge. If their morale permits, they can elect to counter 
charge enemy. 
 

 
 
 Unit sizes and deployment 
 
Cavalry – 4-6 elements per squadron 
Infantry – 4-6 elements per battalion 
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Artillery – 1 to 3 elements per battery 
 
Machine guns can be allocated one per unit or deployed as a group. 
 
Standard deployment is in open order represented by units two figures deep..  
 

Turn Sequence 
 
1. Charge declarations.  
2. Normal moves. Some unit types have special rules for moving and these are 

outlined in the section which applies to them. 
3. Shooting. 
4. Close combat 
5.  Charge moves. Units being charged must check morale, unless specified 

elsewhere in these rules. 
6. Repeat above process for the other side. 
 
In a refight or scenario battle the attacker moves first, in other games the side which 
throws higher on a D8.  
 
Morale 
 
The heart of the rules is the morale check, which a unit must take after receiving fire 
from artillery, machine guns (attached or in units), snipers, or from an infantry  unit. 
There are no casualty tables. Any significant losses are built into the required Action. 
Throw one D8 and apply the following:  
 
 Morale Check 
 

Score Outcome Action 

1 or 
less 

Let’s bugger off Unit heads to the rear, losing an element per turn, 
and disperses off the table, unless Veteran which 
will retire until it finds cover or passes a friendly unit 
in good order. 
 

2-3 Spittin’ the 
dummy 

Unit falls back a turn, still facing enemy, but 
disordered and loses one element. 

4-5 Gettin’ a bit hot Unit falls back a base depth, still in good order 
facing enemy, but loses one element. 

6-7 Stick it up em Unit holds ground or continues to advance in good 
order, and follows orders. 

8 or 
more 

Mad as a cut 
snake 

Goaded by enemy fire, unit charges opponents 
who must test to counter charge, stand, fall back or 
bugger off. If artillery, a machine gun un it, or 
defending a linear obstacle the unit stands, not 
counter charges. 

  
Roll modifiers: 

 
-1 officer in line of command lost (ANZAC/Arabs ignore) 
-1 If Arab for each enemy unit with 8 inches (Arab Revolt ignore)     
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-1 per element already lost   
-1 green troops or militia   
-1 already spittin’ the dummy  

 -1 not halted and reformed after a melee   
 -1 received mortar or artillery fire 
 -1 any friends “buggering off” within 18” 

-2 under fire from tanks or machine guns (not MG’s in Armoured cars or attached 
to units) 
-2 Arab Chieftain/Sheikh in line of command lost. 
 
+1 officer in line of command within 9” (ANZAC ignore) 
+1 if ANZAC 
+1 if machine gun attached 
+1 flanks and rear all supported unless independent Arabs (no enemy starting 
behind flank or rear and within charge reach) 
+1 in cover, or uphill of immediate opponents 
+1 if last fire, charge or melee made opponent fall back or bugger off  
+1 if the unit firing is less than half the testers strength                
+ charge/counter charge bonus if applicable 
 

 
 
 
Unit Morale: 
 
Individual scenarios will dictate the morale of the various participants but the following 
should be used as a guide: 
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Anzacs, and the camel corps count as veterans. 
Germans or Austrians count as veterans. 
British and Indians can be veteran, mixed, or green. 
Turkish can be mixed or green. 
 
Arab Morale:   

 
Arabs allied to either side count as mixed brigades.  
The Arab revolt under TE Lawrence count as Veterans. 
Independent Arabs count as green but start the game "Mad as a cut snake".  
 
Independent Arabs cannot have attached artillery or machine guns, do not count as 
supported and only obey their own Chieftain/Sheikh. 
 
Movement: 
 

Movement In battle line On Road 

Cavalry/Mtd Infantry 6″ +1 

Infantry 4″ +2 

Machine guns 4″ +2 

Artillery 5″ +2 

Tanks Roll Jam Dice - 

Armoured Cars 9" 12" 

All other vehicles 10" 15" 

 

 
 
Officers move 9″ if alone. Woods, hills, broken ground, or crossing linear obstacles or 
fords does not reduce movement. Barbed wire is impassable to all but infantry at half 
speed. Artillery/machine guns take a full turn to limber or unlimber. 
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Formations are less crucial in this period. Cavalry and Camelry take a half move to 
mount or dismount and must be dismounted to count as in cover when defending a 
linear obstacle. Artillery can change face on the spot but otherwise cannot move and 
shoot.  
 
Units can interpenetrate without penalty.  
 
Units can move in any direction by measuring from the element which moved the 
most. 
 
Shooting  
 
Units in melee cannot be shot at. Shooting by cavalry and infantry must be at the 
enemy unit most directly to its front, or partially within its front and advancing on it.  
 
Artillery batteries pivot to shoot at their nominated target.  
 
No split fire on multiple targets is allowed. 
 
 
 
If more than one unit is eligible the shooter nominates which target is to check. 
Effective shooting range (unless specified elsewhere in  these rules):  
  

Cavalry 6″ 

Infantry 8″ 

Machine guns 8” 

Artillery 24″ 

Tanks 18" 

Armoured Cars 8/12" 

Patrol Cars 8" 

Mortars 18' 

 
There is no distinction between heavy and light artillery or heavy and light machine 
guns. 
 

 Charges and Melees 
 
A unit whose orders permit it to do so can declare a charge when within two moves of 
an enemy unit. That unit immediately rolls a D8 to test its morale action in response to 
the charge. 
 
The turn sequence means that a unit that has declared a charge is not moved until 
after close combat, allowing the opponent to shoot at them in their own turn before 
close combat occurs. 
 
Declaring a charge two moves away provides an opportunity to make the enemy 
bugger off or fall back before contact. It also means having to endure several volleys 
from them if they stand, which may break or halt the charge. Dismounted British 
Yeomanry will not charge. 
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If the charging unit charges home and its opponent stands or counter charges a melee 
(which might instead be a point blank fire fight) ensues. Each side rolls a morale 
check, adding +1 if British/Empire troops, +1 if Germans or Austrians, +1 if 
Independent Arabs, or +2 if ANZAC’s charging or counter charging into contact. If this 
results in one side giving ground, the other pursues if they are “mad as a cut snake”, 
otherwise fire on them if still able to in their next turn. A unit in melee which throws a” 
stick it up ‘em” result while its opponents are “mad as a cut snake” recoils one base 
depth and loses an element but continues to fight. If both are “mad as a cut snake” 
each lose an element and the melee continues next turn. 

 
A unit “buggering off” that is caught by pursuers, or a unit charged in flank or rear 
without being able to turn elements to face, automatically loses one element destroyed 
and one captured each turn that this applies, in addition to any losses from morale 
checks. 
  

  
Officer Casualties 

 
If an officer is within 3″of a unit that is shot at or fights in melee, throw one D8. On a 
score of 1 the officer is incapacitated (killed or severely wounded). Deduct 1 from the 
roll if the officer was physically with (i.e. leading) a unit that was shot at or in melee. 
 
If the officer is incapacitated he is considered lost and removed from the field. Two 
turns must elapse before his replacement assumes command and is placed on the 
field, cancelling the negative roll modifier in the morale check for all relevant units. 

 
Knackered 

 
As a battle progresses and brigades are worn down, they will reach points where their 
effectiveness declines, to the point where they will quit the field. Veteran brigades 
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should be used wisely as they are the cream of the army. When a brigade reaches the 
% losses indicated below, at the end of their side’s turn, roll a D8 and apply result 
below to check its willingness to keep fighting. Roll again at the end of every 
subsequent turn they receive additional losses. 
 

 
 
 

 
Result: 
 
“Bonza” – Continue to obey orders. 
“Stunned mullets” – Units may no longer advance closer to enemy table edge. 
“Goin walkabout”– Units must retire toward own table edge. Can do so at half speed, 
facing enemy and will still shoot or melee to defend. Individual units may still charge, 
counter charge or pursue in response to a morale check. 

Total 
elements 

lost/ 
captured/ 

Brigade 
composition 

Spittin’ 
the 

dummy 
Veteran Mixed 

All Green, 
or Militia 

 1-2 3-5 6-8 1-5 6-8 1-5 6-8 

20-<40% Stunned 
mullets 

Bonza Bonza 
Stunned 
mullets 

Bonza 
Goin 

walkabout 
Stunned 
mullets 

40-60% Goin 
walkabout 

Stunned 
mullets 

Bonza 
Goin 

walkabout 
Stunned 
mullets 

Buggering 
off 

Goin 
walkabout 

Over 
60% 

Buggering 
off 

Goin 
walkabout 

Stunned 
mullets 

Buggering 
off 

Goin 
walkabout 

Buggering 
off 

Buggering 
off 
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“Buggering’ off” – All units turn and retreat at full speed until they leave the field, 
except that a unit which bested its immediate opponent in shooting that turn or bested 
its opponent in melee that turn instead will hold their ground. Units with enemy within 
12” will surrender. 
 
Planes: 
 
No distinction is made between planes. Handley Paige bombers were a rare sight in 
this theatre (TE Lawrence being the exception!). 
 
All planes have the option of making a bombing attack, treated as artillery fire, or a 
strafing attack, treated as machine gun fire. 
 
At the start of the game both sides roll a jam dice for the amount of  air support 
available. A jam result means no air support is available. Players then roll a D8 to see 
what turn the planes arrive.  
 

 
 
If 2 or more planes from opposite sides are on the table at the same time they are 
paired off against each other in a dog fight and both are lost to the battle and removed 
from the table. Those not paired (owners choice) continue in play as normal. 
Planes stay on the table for a maximum of three turns. They have unlimited movement 
and during the movement phase are placed next to an enemy target. Facing in  the 
direction of travel. 
 
During the shooting phase the pilot declares if they are making a bombing or a strafing 
attack. The target then rolls a D8 to see if they drive off the plane prior to the attack 
and compare the result against the following table: 
 
 8   Plane shot down; 
 7   Plane is driven off with no attacks available; 
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 5 or 6   Pilot is distracted by enemy fire and attacks are made with no  
   minus  modifiers; 
 1 to 4  Attacks proceed normally. 
 
Normal morale table is used to resolve the shooting impact. 
 
Planes shot down crash 3D8 distance from their current location. The cause an 
immediate morale test on ANY one unit they land on with no modifies applying (if more 
than one decide randomly but their own units take priority). 
 
Snipers: 
 
Snipers create a significant morale impact on units that is well beyond the actual 
casualties they cause. 
 

 After both sides have set-up, snipers can make a free 12 inch move. 

 
 

They have a shooting range of 12 inches and move 6 inches. 
 
Snipers take morale checks as normal with them always counting as being in 
command, supported, and in cover to all shooting attacks. 
 
They are removed immediately from play if charged.  
 
 
Artillery Observers: 
 
Artillery observers can "spot" for artillery units belonging to their brigade within 24 
inches.  
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Artillery units can only use indirect fire if they have an artillery spotter. 
 
With the exception of not being able to shoot they are treated as snipers in all other 
respects. 
 

 
 
Armoured cars: 

  
Movement  - 12" on road, 9" cross country 

 Shooting - 12" stationary, 8" moving 
 
Armoured cars shoot by rolling the "jam" dice. The total minus for morale on their 
opponent is the number on the die (ignore the -2 for machine guns in the morale 
table). Additional die can be rolled to increase the morale effect but this also increases 
the result of a "jam" occurring. 
 
A gun jam can be repaired if stationary by rolling two "jam" die and rolling at least one 
"jam" result.  
 
If no "jam" die are available roll a D6 and treat a 1 or a 2 as a 1, a 3 or a 4 as a 2, a 5 
as a 3, and a 6 as a jam result. 
 
Armoured cars being shot at, or engaged in combat: 
 
Armoured cars count as Veteran troops for hand-to-hand morale purposes, always 
count as supported and in command. They can only be fought in hand-to-hand if they 
were stationary last turn. Normal combat rules apply but the model is only removed if a 
"spittin' the dummy" or worse result occurs.  
 
Armoured cars can only be damaged in shooting by machine guns (including those 
attached to infantry units) and artillery requiring a "jam" result on the "jam" die. They 
do not take morale checks but if hit roll a "jam" die and refer to the damage table 
below: 
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Score Action 

1 1 Raked with Fire - No damage but falls back 4" in good order. 

22 2      Crew Shaken - Consider the gun(s) Jammed can be cleared using 
normal rules. 

3 3 Crew Stunned - No movement or shooting next turn. 

Jam Vehicle immobilised - consider it destroyed. 

 
Armoured cars moving off-road: 
 
Armoured cars were continually faced with rocks, soft sand, tyre damage etc which 
slowed their progress when moving off-road. 
 
At the end of the turn if the car moved off-road during the turn roll a jam dice. On the 
roll of a "jam" the vehicle cannot move or shoot next turn. 
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T Model Ford Patrol cars: 
 
Movement  - 12" on road, 6" cross country 

 Shooting - 8" if stationary 6" if moving.  
 

 
 
Patrol cars operate in squadrons of 4 vehicles and are treated as normal veteran units 
with attached machine guns in all respects (basically just a faster moving machine gun 
unit). They must maintain a unit coherency of two inches. When moving off-road, at 
the end of the turn if the patrol car unit moved off-road during the turn roll a jam dice. 
On the roll of a "jam" the vehicle cannot move next turn. They can only shoot if they 
can be charged in the enemy turn, and then only at those enemies within charge 
range. 
 

Tanks: 
 

Movement 
 
Tanks were slow, unpredictable, cumbersome creatures prone to breakdowns and 
often did not get off the "start" line. To reflect this prior to each turns movement a tank 
must roll a jam die. If a number is rolled the vehicle moves twice that distance in 
inches. If a jam is rolled the vehicle has broken down and is out of play. 
 
Shooting 
 

Both male (6 pounder guns) and female tanks (2machine guns) shoot at 18 inches and 
utilise the normal morale table. 
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Tanks being shot at, or engaged in combat: 
 
Tanks count as Veteran troops for hand-to-hand morale purposes, always count as 
supported and in command. They can only be fought in hand-to-hand if they were 
stationary last turn.  
 
Normal combat rules apply but the model is only removed if a "spittin' the dummy" or 
worse result occurs. 
 
Tanks can only be damaged in shooting by machine guns (including those attached to 
infantry units) and artillery requiring a "jam" result on the "jam" die. They do not take 
morale checks but if hit roll a "jam" die and refer to the damage table above.  
 
Fighting in towns or villages: 
 
Only one unit from each side per village "tile" is allowed. Troops forced to retire back 
to an occupied tile must be placed beyond it.  
 
Note: this may require a unit to retire back through several tiles as they may all be 
occupied. 
 
Normal shooting and combat rules apply, however if both units are in the village (same 
or different tile) neither count as supported or in cover. 
 
Casualty removal: 
 
Command elements are removed last. 
 
If machine guns are attached to a unit they are the penultimate unit to be removed. 
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Ready Reference Sheet 
 

 
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Morale Check 

Score Outcome Action 

1 or 
less 

Let’s bugger off Unit heads to the rear, losing an element per 
turn, and disperses off the table, save one 
element if Veteran which will retire until it finds 
cover or passes a friendly unit in good order. 
 

2-3 Spittin’ the 
dummy 

Unit falls back a turn, still facing enemy, but 
disordered and loses one element. 

4-5 Gettin’ a bit hot Unit falls back a base depth, still in good order 
facing enemy, but loses one element. 

6-7 Stick it up em Unit holds ground or continues to advance in 
good order, and follows orders. 

8 or 
more 

Mad as a cut 
snake 

Goaded by enemy fire, unit charges opponents 
who must test to counter charge, stand, fall back 
or bugger off. If defending a linear obstacle the 
unit stands, not counter charges. 

 

Brigade Morale 

Total 
elements 

lost/ 
captured/ 

Brigade 
composition 

Spittin’ 
the 

dummy 
Veteran Mixed 

All Green, 
or Militia 

 1-2 3-5 6-8 1-5 6-8 1-5 6-8 

20-<40% Stunned 
mullets 

Bonza Bonza 
Stunned 
mullets 

Bonza 
Goin 

walkabout 
Stunned 
mullets 

40-60% Goin 
walkabout 

Stunned 
mullets 

Bonza 
Goin 

walkabout 
Stunned 
mullets 

Buggering 
off 

Goin 
walkabout 

Over 
60% 

Buggering 
off 

Goin 
walkabout 

Stunned 
mullets 

Buggering 
off 

Goin 
walkabout 

Buggering 
off 

Buggering 
off 

 

   

Movement In battle line On Road 

Mounted 6″ +1 

Infantry 4″ +2 

Machine guns 4″ +2 

Artillery 5″ +2 

Tanks Roll Jam Dice - 

Armoured Cars 9" 12" 

All other vehicles 10" 15" 

 

Effective shooting range 

Cavalry 6″ 

Infantry 8″ 

Machine guns 8” 

Artillery 24″ 

Tanks 18" 

Armoured Cars 9/12" 

Patrol Cars 8" 

Mortars 18' 
 


